


WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS BOOKLET INCLUDED 
WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE S YSTEM, 
GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT SAFETY 
INFORMATION. 


IMPORTANT SAFETY INFORMATION - READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWWARNING - Seizures 


Some people (about 1 in 4000) may have seizures or black outs triggered by light flashes, such as while watching TV or 
playing video games, even if they have never had a seizure before. 





Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a 
doctor before playing a video game. 


Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child have 
any of the following symptoms: 

Convulsions Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 





AAWWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. Follow these instructions to avoid 
problems such as Tendonitis, Carpal Tunnel Syndrome or skin irritation: 
* Take a 10 to 15 minute break every hour, even if you don't think you need it. 


If your hands, wrists or arms become tired or sore while playing, stop and 
rest them for several hours before playing again. 

If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


 LAWARNING - Battery Leakage 


Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries may 
make popping sounds. 

To avoid battery leakage: 


| 


Do not mix used and new batteries (replace all batteries at the same time). 

Do not mix alkaline and carbon zinc batteries. 

Do not mix different brands of batteries. 

Do not use nickel cadmium batteries. 

Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 

Do not leave batteries in the Game Boy or accessory for long periods of non-use. 

Do not leave the power switch on after the batteries have lost their charge. When you finish using the 

Game Boy, always slide the power switch OFF. 

Do not recharge the batteries. 

Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 

Do not dispose of batteries in a fire. 


EVERYONE 


Mild Fantasy Violence 
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THIS OFFICIAL SEAL IS YOUR ASSURANCE THAT NINTENDO 
HAS APPROVED THE QUALITY OF THIS PRODUCT. ALWAYS 
LOOK FOR THIS SEAL WHEN BUYING GAMES AND 
ACCESSORIES TO ENSURE COMPLETE COMPATIBILITY. 
LICENSED BY SALE FOR USE ONLY WITH OTHER AUTHORIZED 
PRODUCTS BEARING THE OFFICIAL NINTENDO SEAL OF 


QUALITY. 
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THIS GAME PAK INCLUDES A MULTI-PLAYER MODE 
WHICH REQUIRES A GAME BOY® ADVANCE 
GAME LINK® CABLE. 









THIS GAME PAK WILL WORK ONLY WITH THE 
GAME BOY® ADVANCE VIDEO GAME SYSTEM. 
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The ollowing faire illus 
for more details. : 


L Button 4 R Button 


@ Remove cards from a Deck on the Customize Deck @ Add cards to a Deck on the Customize Deck Screen. 
Screen. 


ee 


Control Pad A Button 


_| @ Move the cursor to @ Select menus, 
select menus, commands } Ja “AAA FP commands or cards and 
and cards. : me le display continuing 


hinteneet messages. 


SELECT 


~~ | @ Cancel commands and return to previous screens. 
@ Shift phases during a duel. 





STARTING A 






enter your selecti 


‘Selecting a Language | 7 E 


The Language Selection Screen is displayed the first time you play. Use 
the Control Pad to select a language from the menu and then press the A 
Button to enter your selection. 
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Start a new game from the beginning. You are given 3 different Decks at the 
start of the game. You can customize these Decks on the Edit Deck Screen. 


Customizing Decks > P.10 "Edit Deck" 


The screen shown at the right is displayed if you have data saved from a 
previous game and select "New Game’. If you press START at this screen, 
the game will erase all of your previous data and you will have to play 


esin Ss new a8 


from the beginning. To keep your saved data, press the B Button. You will Grudrecs the ; * 


to the previous screen, 


be returned to the Title Screen. 
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STARTING A GAME 








CONTINUE 
Continue playing a previous game. 5 


Save/Load 


The game system “iaariailoall saves and loads your game status. As you play, the system cana 
updates your saved data. When you turn the power ON, your saved data is automatically loaded, so 
you can continue playing where you last left the game. 














The Main Meth Scretitt is ihe bt ic game Screen. Fror 
‘Link Duel’ and “Options screens. - 


m@ Campaign 

Use this to duel with a computer. 

Select the game character want to chall i et nay 

BE Eit DOCK meee ~ ~ —- ~ a os i: ——- 

Use this to customize your 3 ant Di 

a Link Duel. 
Use this to duel with rier ina head to-head ae 


@ Options 
Use this to trade cards or select the game language 


lm Switch Decks 
Press SELECT on the Main Menu Sereen to ‘switch between your 3 different Decks: Te.see which Deck 


you're currently using, check the Deck color shown in the upper left corner of the screen. DECK 1 is red, 
DECK 2 is blue and DECK 3 is green. 
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Duel with a computer-controlled opponent of your choice. As you win duels, more opponent characters 
become available for selection. Try to beat thenv all! 











Characters 







= a Attack 
Defense 
Deck Theme | i , “_. e 






: ites | on Level Lights 
Wins | ntellect | “Luck 
Draws 








(Doo | The more glowing level lights, the 
Losses greater the character's ability. The 
Abilities maximum is 5 glowing level lights. 

Selecting a Character 


Use the Control Pad to select the character you want to duel and press the A Button’to enter your 
selection. Select ¥4 on the character list to have the game select a character,randomly. 
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Customize any of the 3 different Decks in your possession. Decks must contain etwas! 40 and 60 carga 
Decks with more than 60 cards cannot be.used in duels. 


Edit Deck Screen 





] Deck Info Area 


Use the Control Pad to select a Card Class and press the A 
Button to enter your selection. Only cards belonging to the 
Card Class you selected are dis layed in the Card Info 
Area. Press SELECT anywhere on the Deck Info Area to 
switch between Decks. You ¢an emis atotal of 3 
different Decks. 
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When Card Info Area is Wherlilck Inib Area's 
a selected selected 
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> Command Icons... | 
Press the A Button in the Card Info Area’on the C 
Select a menu with the Control Pad and then p 


Card Class 












Icons 
Monster/Type Spell & Trap/ By Effect 
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Press the A Button in the Card Info Area on the Cust @ Deck Screen to di sommand Icons. 


Select a menu with the Control Pad and then pres A Button to enter your se 
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Search for and sort $ 


Attack i) Card Name. ~ — ib te > @O) 
Defense | ay ¢2 Card Number @ Type vel! 









MAIN MENU 
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Clear 
Clear the conte 


Gil DECK 3 (Green) 
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You can olay against itiénds by linking 2 Game eov® Advance systems with a Game 508 Advance Game Link® 
Cable. Unlike games against the computer, winners do not receive card packs. 





@ Link the Game Boy® Advance systems and turn the power ON to start the — 
game. Select "Link Duel" from the Main Menu and press the A Button. — 


® The Attack Order Selection Screen is displayed only for Player 1 
Press UP/DOWN on the Control Pad to select the attack order and then 
press the A Button to enter the selection. 


@ 5 cards are automatically drawn from your Deck.into your Hand and the 
Duel begins. 


Follow the instructions below to link two Game Boy® Advance systems with the Game Boy® Advance 
Game Link® Cable. 


> What You'll Need 

@® Game Boy® Advance or Game Boy® Advance SP system 

@ "Yu-Gi-Oh! World Championship Tournament 2004" Game Pak 
@ Game Boy® Advance Game Link® Cable 


» Linking the Game Boy® Advance Systems 

1. Make sure that the power is OFF on both systems and insert a Game Pak into each Game Boy® 
Advance system. 

2. Link the Game Link® Cable into the External Extension Connector (EXT) on the top of the Game 
Boy® Advance systems. 

3. Slide the power switch on each system to ON. 

4. Refer to pages 15 and 18 for directions available after completing the steps above. 








> Notes about Link Duels 

Trouble with Link Duels may be caused by any of the following: 

@ Systems are connected with something other than the Game Boy® Advance Game Link® Cable. 
@ Game Boy® Advance Game Link® Cable is not inserted completely into the connector. 

@ Game Boy® Advance Game Link® Cable is disconnected during play. 

@ Game Boy® Advance Game Link® Cable is connected to the Connection Box. 

@ 3 or more systems are connected. 





Card Trade 
If you link 2 Game Boy® Ac 
















® Select a card after the Trunk Screen appears. Move the cursor to a card Heese et 
with the Control Pad and press the A Button to display the Command i 
Icons. Use the "Detail’ command to view the card data. Use the "Sort" 
command to sort the cards by Attack, Card Name or other criteria. When 
you have decided on a card, select "OK" to enter your selection and return 
to the Trade Screen. To select a different card, press the B Button. 


@ When both players have selected a card, select "Start Trade" and press 
the A Button. The selected cards are traded. 


& Traded cards are displayed if the trade completes successfully. 








MAIN MENU. 
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changed to one of 6 available languages (how 
the game is only available i in. Ree tae Select a A a with the 
Pad and press the A Button to 
return to the Options Screen w 
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Spell & Trap Card Zone 


DSNERE | 
POaRoe 


Eliminated Card Zone 





Field Card Zone: 
Fusion Deck Zone 
Hand 





take a Spell/Tr. 
it in the face-d 


Flip a Monster Card that is in the face-down 
_ Defense position on the field to the face-up 


Spell/Trap Cards. 





Def Pos. nna 
Change a Monster on 


@ Phase Display @ : 
D:Draw Phase : Standby Phase _ 
B:BattlePhase § M2:Main Phase 2” 
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~ DUEL PLAY — 


This Section outtined ihe flow of adel play a 
@ Duel Flow 
? Draw Phase 
ae card is ¢ 








the duel controls. 









omatically added to your aff 





tl at require you to take 


 @O Main Phase 1 
Set or summon Mons 








Phy the Phase End Menu. 
in to execute. 


® Battle Phase > 
Move the cursor over a Mon ster an aok" IC 

Button again to order the Monster to attack. Desenate one of your o ; ent’ S Monsters as your 
attack target with the cursor and press the A Button again to execute tthe attack, Press the B Button to 
ers the ae End Menu. Select a command and press the A By ton to execute. 
















Phase 1, you : 


; m Special Controls 


> Fusion with "Fusion G 














pell ¢ "Polymerization' 
activated. The following ste 
Move the ursor 






perform this type of fon ‘5 rte canane 
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The game contig over 1000 different cards. These cards can be” sepafated into 3 main categories based 
on their usage. : ita a 






Spell Cards have many ‘various effects such as strengthening monster abilities ant 
changing the field terrain. Use of these bats strongly affects the outcome of a 
duel. 
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Set Trap mG 0 on the field to use them. They are “activated in'response to an 
opponent's monster attack or spell and ne neutralize the effects of the attack or 


spell. 





HOW TO DUEL 






The Duel Field is where you and your opponent set 
a field like the one shown in the figure below. The 


ciara 










Your Main Deck is placed here. 1 card 
can be drawn from this deck during the 
Draw Phase. 


HAND 


Cards in your hand are placed here. 
These can be set on the field. 





_CARD BATTLES _ 





HOW TO DUEL 


Limited Cards 


®@ Delinquent Duo ® Confiscation @ Heavy Storm 

@ Painful Choice ® The Forceful Sentry ® Snatch Steal 

@ Pot of Greed @ Change of Heart ® Monster Reborn 

® Card Destruction @® Upstart Goblin ®@ Harpie's Feather Duster 
@ Premature Burial @ Swords of Revealing Light @ Dark Hole 

@ Mage Power @ Limiter Removal @ United We Stand 

@ Graceful Charity ® Exiled Force @ Reckless Greed 

® Yata-Garasu @ Raigeki ® Witch of the Black Forest 
@ Cyber Jar ®@ Jinzo @ Slate Warrior 

® Right Leg of the Forbidden One @ Left Leg of the Forbidden One ® Right Arm of the Forbidden One 
@ Left Arm of the Forbidden One ®@ Exodia the Forbidden One ® Morphing Jar 

® Imperial Order @ Mirror Force ® Ceasefire 

® Ring of Destruction @ Magic Cylinder @ Call Of The Haunted 

® Sangan @ Sinister Serpent ® Fiber Jar 

@ Mirage of Nightmare 


Semi-Limited Cards 


® Nobleman of Crossout @ Guardian Sphinx ®@ Reinforcement of the Army 
@ Backup Soldier @ Morphing Jar #2 @ Riryoku 


; i 












, Points to 0. wfour opponent reduces your Life Points to 0, soa lose. 
@ If both players Life Polis. gach | 


rs 


the winner immediately after the Duel eins 
® If a player has the Betny Board" and all 4 "Spirit Messages' on his/her 
Duel. 
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® Right is of the Fesbidden One 
® Left Leg of the Forbidden One 
® Right Arm of the Forbidden One 
® Left Arm of the Forbidden One 
® Exodia of the Forbidden One 
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® Destiny Board 

® Spirit Message "|" 
® Spirit Message "N" 
® Spirit Message "A" 
e Spirit Message "L" 
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Sug replace it w 
the field before placing 


> M nster Cards 


1 a new one. You must find 
New ones. 









cing a Monster Card from your Hand without the use of spells or any other 
nust also indicate a position for the card. Position the card 

r face-down horizontally to indicate Defense position. During | 
u wes not ye the position of the card, so think well 









before saecting a position. You may « 
during this phase. Aside from some v ) 
not change it again during the same turn. Your can | 

phase. 


HOW TO DUEL 





id Battle Phase 
Each Monster that is fat 


the opponent's Monsters if tha re any on the field (players can 
attacked directly if there are any Monsters on their duel field). 





rae 


of Quick Play Spell Cards are a 
situation. Spell/T rap Cards are 














PHASE FLOW 


TStandb Phase| | 


Battle Phase is ski 


[1] Start Step 

[2] Battle Step 
[3] Damage Step 
[4] End Step 





ne 


‘oth players can use 













Class icons ( 1 as an) 





ATTRIBUTE 


Monster Attribute ico 


Trap Cards identify car¢ fy This lesendary dragon 1s < 
GY Spell) or EQ (Trap). 








) , Powerful engine of 
destruction, Us ey tual ly 
les 


creature aid ] ved to tel] 


Het ele CARD DESCRIPTION 
Detailed description of the card. For 
example, Fusion Monster Cards will 
explain the Fusion Material, Effect 
Monsters d Spell/Trap Cards explain 
ATTACK/DEFENSE _ " the details of'the effect and howit's . 
ATTACK and DEFENSE strengths of ‘ __ activated. 

monsters. 2 4 
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CARD: CLASSES 
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| EARTH WIND 








DRAGON BEAST DINOSAUR THUNDER 
SPELLCASTER WINGED-BEAST REPTILE AQUA 
ZOMBIE FIEND FISH PYRO 
WARRIOR FAIRY SEA SERPENT ROCK 
BEAST-WARRIOR INSECT MACHINE PLANT 


There are several different 
Monster Cards" must be su 





























WATER — LIGHT 













FIRE DARK 











Card color is 
DARK-YELLOW 








ic abilities of Fusion Mc 
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CARD CLASSES 












m@ Effect Monster-Ca a. 
Effect Monster Cards are Monster Cards that have s 
like Normal Monster Cards. The effects can be b 
the effects vary widely depending on the 
each card. 
b Flip Effects 
The mon ter's e is activated w he card is flipped from face- -down to 
, d is flipped in response to an apack or the effects of as 


n down into the 5 main cat 
or details, view the detailed info 












> P53 "Flip Effects" 
> Continuous Effect 


This type of effect remains active for as long as the card. 5 iel¢ fect-stops.as soon 
as the card is changed fro face- -up to face-down. -. i 





act 


This type of effect is activate ‘by discardiag you 
vary with each card. 


> Trigger Eff ot 





Hand or by nai Life Points (LP), Associated costs 













specific requirement indicated on the Cal 
> Multi-Trigger Effect . b 
This type of effect can be activated during an opine s turn. Discardi 


goo 


the Battle Phase activates the effect. "Kuriboh' is an example of thi pre of card. 












“ There are exceptions to 1e rule; 
@ Normal Spells 
As long as the card does not h 
Card color is 
GREEN 





* There are exceptions tot 
M Equip Spells 7 . - , | 
Use these v4 Cards to equi 3 remain i il the Monster equippe d by the card 










Using Equip Spells » P52 “Equip Spell Cards® 


e field terrain affects the abilities of the monsters on 

















4 Qu ck-Play Spell 


These special Spell cards can 








UG: 






opp ent's next turn. 
@ Normal Traps 
As long as the card do 


Skull: Dee 


er it is destroyed immediately after it is 
rnin whi h it was set. 


m Counter Traps So" > 
This type of trap is activated as a counter move to an Spncaine $$ m1 
cancels out the effect of the summon or spell. 





Card color is 
PURPLE 





(attack Points of bot ) mons 3 
Your ATK Points > Opponent's ATK Points 


When the ATK Points of your monster are greater than those of the monster you're attacking, the 
monster you're attacking is destroyed. The difference in ATK Points is subtracted from your 
opponent S Life Points. 


Your ATK Points = Opponent iraanic 


When the ATK Points of your monster are equal to those of the monster you're attacking, both 
monsters are destroyed. There is no effect on the Life footie of you or your opponent. 


Your ATK Points < Opponent's ATK Points 


When the ATK Points of your monster are less than those of the monster you re attacking, your 
monster is destroyed. The difference in ATK Points is subtracted from your Life Points. 
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DUEL RULES 


ponent's; | ” 
When you attack a monster that is | Def i ig i | ring the ATK 





When the ATK Points of your monster are greater than the DEF Points of the niet you're aac 
the monster you're attacking is destroyed. There is no effect on the Life Points of you or your 
opponent. 


When the ATK Points of your monster are equal to the DEF Points of the monster you're attacking, 
ii monster is affected. There | is no effect on the Life Points of you or your SEPOpUE. 


Your ATK Points < Opponent's DEF Points ‘Was 


When the ATK Points of your monster are less than the DEF Points of the monster you're attacking, 
neither monster is affected. However, the difference between the ATK and DEF Points is subtracted 
from your Life Points. 
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@ Opponent Has No Monst 
When your opponent has no monste 
The ATK Points of your attacki 
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attacks your opponent directly. 
oints of your i ae 
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DUEL RULES 
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r in face- down Defense pos 







sters require offering 







A Tribute Summon is tre imimon if you | 
have already summoned at onster to the field during a pa insu do not ra to offer any monsters tO 
r monster with a Reborn’. . 





DUEL RULES 









The Fusion rule allows you to | 
Cards and the Spell Card " 
required Fusion-Material 
"Polymerization". The 










ay which eis of only Fusion Monsters, is 
the Fusion Deck Zone on the field. 


Graveyard. 


sha RULES” 













Linflka-the Normal SuRMron 
summoned with a speci 
To summon a Ritual Mo 
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offer for tribute 
Since Ri 






| monsters for tribu 
| of Dokurorider'’ 





re meet the 6 stars 
Zone on the field. 







nsters on the field or in vin hand a s needed to reach a sur 
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Note: You cannot select a level 1 and then a level 6 monster when selecting monsters to offer for a 
level 6 Ritual Monster. For the second monster being offered, you cannot offer a monster that already 
has enough stars to meet the requirements. 
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DUEL RULES 





m@ Equip Spell Cards 
al Spell Cards, which make Me 


Only one Field Spell Card can bei in play on the field ie ti time. When another Field. 
Spell Card is played, its effect i is activated immedi tely. The di Field | Spell 
Card is sent to the Graveyard. 2 
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DUEL RULES 





. There are variou 
in conditions. 






"Flip Effect Monster Cards 
The effects of a Flip Effect 





5 would be activated wit 
onster Card is destroyed wi 











DUEL RULES 





CARD DESTINATIONS | 


Battles and the effects of spells or traps send C 
and the duel event influence the final d ( 









0 various destinations d 
here the card is sent. 













_ they are Zi 
> Eliminated from the 0 
When the effects of sp 
Eliminated Card Zone ¢ 


and it is destroyed, the 
returned to 


a Spell/Trap Cards at 
If the card is not a continuous card, it i 
destroyed through the effects of a Spell or Trap Card, it is sent to the Grave 
hand, it is returned to your hand. If eliminated from the duel, it is 


Td. If the card is sent to yout 
sent to the Eliminated Card Zone. 












As the Duelists respond to the other's plays, the BLOCKS'are stacked on top of one another When both 
Duelists are unable to play ; any further cards, the effects of the Spell and Trap ps are sorted out 
beginning with the top BLOCK or the final CHAIN. 








Here's how it would work in an actual game. . 

© Your opponent plays a Spell Card. This necoipas "CHAIN {" am is placed in 
BLOCK 1. 

® If you havea card that can be played in ditonse to your opponent's Spell Card, 
the message "Resolve it as part of a chain?" is displayed on the screen. Select 
"YES" to start a CHAIN and play your card. This card becomes "CHAIN 2" and ig 
placed in BLOCK 2. The CHAIN is displayed on the screen so that both youatid 
your opponent can see the cards in the CHAIN. 


sah 
















CHAINS 













il neither of you is 
ing with the last card_ 


8) Both you an your.0 ponent continue to niey in response to each othe 
able to continue. The effects of the Spell and Trap Cards are then process 
played. - 


@ Chain Structure 





cards starting with those from the last card played. ye 
Chains are comprised of BLOCKS like those shown in the lt below. “ : 






CHAIN 4 


Counter Trap used against CHAIN 3. a 


CHAIN 3 


Counter Trap used against CHAIN 2. 


CHAIN 2 


Quick-Play Spell or Trap used against CHAIN 1. 


CHAIN 1 


Effect from initial Spell, Normal Trap or Effect Monster. 
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Stacked in the order effects 


are activated > 


CHAINS 





Spell wiht 1 Cards 


@ Normal Spells @ Equip Spells @ Field Spells 
e Effect Monster (Continuous, Cost, Wi ) 
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Spell Speed 2 Cards 


@ Quick-Play Spells e@ Normal Trap 
e Effects Monster (Trigger, Multi- Trigger) 






CHAINS 


Two copies of the follo 
endlessly. 


#% Cards that Cannot be Stacked in Chains 
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WARRANTY 

Konami Digital Entertainment, Inc. warrants to the original purchaser of this Konami 
software product that the medium on which this computer program is recorded is free 
from defects in materials and workmanship for a period of ninety (90) days from the date 
of purchase. This Konami product is sold “as is,” without express or implied warranty of 
any kind, and Konami is not liable for any losses or damages of any kind resulting from 
use of this program. Konami agrees for a period of ninety (90) days to either repair or 
replace, at its option, free of charge, any Konami product, postage paid, with proof of 
date of purchase, at its Factory Service Center. This warranty is not applicable to normal 
wear and tear. This warranty shall not be applicable and shall be void if the defect in the 
Konami software product has arisen through abuse, unreasonable use, mistreatment, or 
neglect. 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE 
KONAMI. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, 
INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT 
WILL KONAMI BE LIABLE FOR ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL DAMAGES 
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS KONAMI PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above limitations 
and/or exclusions of liability may not apply to you. This warranty gives you specific rights, 
and you may also have other rights which vary from state to state. 


If you experience technical problems with your game, please call our Warranty Services 
number at (650) 654-5687. 


Konami Digital Entertainment, Inc. 
1400 Bridge Parkway, Redwood City, CA 94065 


CONSUMER SUPPORT 
lf you feel stuck in the game, or just need a boost, don't worry! You can call the Konami 
Game Hint & Tip Line for help on this software and all fine Konami products. 


Konami Game Hint & Tip Line: 1-900-896-HINT (4468) 
¢ $0.95 per minute charge 

¢ $1.25 per minute support from a game counselor 

¢ Touch tone phone required 

¢ Minors must have parental permission before dialing 


Hints are available 24 hours a day. Live support Monday-Friday 9:00 A.M. to 5:30 P.M., 
Pacific Time. Prices and availability are subject to change. U.S. accessibility only. 


Becomea Mm COIN PAV Ly 


Go to www.konami.com/usa to register your KONAMI games 
and get exciting news and information from KONAMI. 





When you register your game you will be automatically 
entered into monthly drawings to win FREE games! 
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